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This magical rod is crafted from metal, specially treated 
with a unique alchemical preparation made from the 
potent spittle of a black dragon. This process renders 
the metal extraordinarily resistant to the corrosive 
power of acid, making it both durable and resilient. At 
its base, an enchanted yellow diamond gleams adding a 
touch of enchantment to its already impressive design.

The head of the rod is fashioned from shattered 
fragments of black dragon bones, it partially encases an 
enchanting, fluid-filled sphere of potent acid. This 
liquid dances within the confines of the bone, moving 
with an almost lifelike grace. 

During your daily preparations, you can prepare a staff 
to add charges to it for free. When you do so, that staff 
gains a number of charges equal to the level of your 
highest-level spell slot.

        Summon Ooze. You can expend one or more of 
the rod's charges to summon an Amoeba Swarm for 
each charge spent. The summoned Ooze appears in an 
unoccupied space within 60 feet of you. 

Usage held in 1 hand; Bulk L
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        Call of the Cube. By channeling the rod's 
power, you can expend 4 charges of the rod 
simultaneously to call forth a Gelatinous Cube. The 
massive entity manifestsin an unoccupied space 
within 60 feet of you, pulsating with an insatiable 
desire to engulf anything in its path.

The summoned creature attacks your enemies to 
the best of its ability. If you can communicate with 
it, you can attempt to command it, but the GM 
determines the degree to which it follows your 
commands.

The creatures vanish in a pool of acid after 1 
minute, you dismiss them, or they are destroyed. 
Any creature that moves to the pool of acid for the 
first time on a turn or start its turn there takes 
2d10 acid damage. 

Curse of Corrosion. Should you expend the rod's 
final charge, roll a d20. On a result of 1, the rod  
starts to corrode rapidly, dripping with acid, until it 
disintegrates, leaving nothing but the stench 
behind.
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